SCOUT-A computes the time point at which a minimax assignment 'expires', then finds the 'next' minimax assignment. 6
SCOUT-C: Nonzero Transfer Time
The equilibrium of the constructed game is also an equilibrium of the initial game. 
Theorems:
• BestO-D/bestO-A is NP-hard;
• BetterO-A/betterO-D guarantees a (1-1/e)-approximation ratio  U x * is a 1 -approximation to the optimal solution under the original strategy space None zero-sum games  Inapproximable in general but solutions with guaranteed quality can be obtained efficiently if:
 The game is quasi-zero-sum (as is in most real scenarios)  Solutions are restricted to robust ones
